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MATT DILLON 
Tells How His 

Good Looks ` 
Get in His Way 


| 
3-D Glassés and 
a Giant 3-D 
Video Game Foldout 
Are Yours FREE 
Inside this Ish! 


Your Toys Could Be | 
Worth a Fortune — 
An Expert Tells Why! 


Comics! Jokes! 
Puzzles! Spooky Tales! 
Helpful Hints! News! 
Notes! And Much, 
Much More! 


Winners, Take 
Our Wallets... 
Please! 


Jeff McDaniel, Euless, TX; Amy Welch, 
Atlanta, GÀ; Franklin Thompson, Jr., 
Laurelton, NY; Margaret Pickett, Louis- 
ville, KY; Iva Mae Woods, Kotzebue, AK; 
Joshua Arazi, Brooklyn, NY; Alison 
Raines, Meridian, MS; Winsome Wu, 
Newark, СА; Christa Mariner, Rocky Hill, 
CT; Charles Bonner, Atlanta, GA; Haley 
Duschinski, Aiken, SC; and Zak Karsan, 
Houston, TX have each won the new "in 
item in pocket wear—a colorful nylon 
wallet from Jordache. Their names were 
picked at random from all the question- 
naires we received from Dynamite #98. 
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ARCADE: Fun and Games for the 12. You Know It’s Not Going to Ве 
Computer-Age Kid: А whole a Happy Valentine's Day When... 
section especially for fun lovers! Valentine's Day isn't always rosy! 


8. Matt Dillon: Matt tells Dynamite how his good looks get in the way! 
11. Bummers: All the things you love to hate! 

14. Spooky Tales: "A Voice From the Past" will haunt you tonightl 

17. Straight Talk: How you can help yourself overcome shyness! 

18. Count Morbida's Puzzle Pages: The creepiest vampire of them all 
wants you to drop in for a bite! 
20. The Furry Face of the '80s Contest: Dynamite is on the lookout for 
the Funniest-Faced Hound aroundl 
21. Arrow Book Bag: А sneak peek at what's coming! 


When you've finished reading Dynamite, the fun isn't over. You'll flip 
tor ARCADE, too! Just close Dynamite, turn it over and upside down, 
and you'll be ready to read ARCADE! 
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Sometimes life is like a movie. 
Take Matt Dillon's life, for 
instance. Nothing much happened 
to him until he was 14, and 
then — pow! — he was ''discov- 
ered" in the hallway of a New 
York junior high. Almost before 
you could say "Take Two!” Matt 
was in such movies as Over the 
Edge. Little Darlings, and Му Body- 
guard. Then came starring roles 
in Tex and The Outsiders. At 19, 
Matt's at the top. In this interview, 
he tells what it feels like and 
whether it's changed him. 
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Dynamite: Now that you're a teen idol, 
is there something you want that you 
haven't gotten yet? 

Matt: You know what I'd really like? To 
have people quit calling me a teen 
idol. When you've got a label like that 
stuck on you, you're a has-been at 
20. Besides, who can take anybody called 
а teen idol seriously? 

Dynamite: What would you like to be 
called? 

Matt: How about "young actor," or if 
you think I've done a good job, "a 
young, promising actor ? That sounds like 
I'm serious about acting, and I ат. 

Dynamite: Do you think your good 
looks get in the way of being taken seri- 
ously? 

Matt: Off the screen, maybe. But I try 
to change my looks to fit the parts I 
play. I don't mean they use heavy 
makeup on me. Usually it's just a change 
of hairstyle and expression, and the 
way the character moves. 

Dynamite: But how do your looks affect 
your life offscreen? 


Matt: I don't think it's what you look 
like as much as how recognizable you 
are. Sure, in school after I made my first 
couple of movies, girls used to come 
up and say, "Ні, Matt, how you doing?" - 
Some of them would even ask if I was 
busy that night. But when we were 
shooting Tex in Oklahoma, I found out 
what it meant to be recognized. We were 
shooting outside, and the crowds of teen- 
agers got there before sunup every 
morning and hung around all day. 
Sometimes having all those girls around 
can get on your nerves. They kept 
asking for photos and autographs. All of 
a sudden I didn't have any privacy. 

They were calling up in the middle of the 
night and following me all around town. 
Bixby, the little town we filmed in, got to 
seem pretty crowded. 

Dynamite: Tell us your opinion of Tex. 

Matt: It's the most honest screenplay 
I've ever done. It deals with kids and 
what they're really thinking. It was writ- 
ten by S.E. Hinton, and I've been a fan of 


her books since I was in junior high. 

In those days, I wasn't into reading, but I 
saw a Hinton book called That Was 
Then, This Is Now. The two kids on the 


cover looked pretty cool, so I picked’ it up 
and really got hooked by it. Her books 
were the only ones I read then because 
they were about other kids who didn't 

like school either. I could relate to them. 

Dynamite: The Outsiders is also from a 
Hinton book, and Francis Ford Coppola 
directed it. What part do you play in it? 

Matt: I'm kind of a hood. I play Dallas 
Winston. We shot it in Bixby also. 
Almost at the same time we shot another 
of S.E. Hinton's books, Rumblefish, with 
the same cast. 

Dynamite: How did you manage to 
finish school with such a heavy filming 
schedule? 

Matt: It wasn't easy— not for me, 
anyway. There was a tutor on the set to 
make sure I studied four hours a day 
and to give me tests. At night I had 
homework. School hasn't ever been easy 
for me, but I know education is impor- 
tant. If I had the time to just concentrate 
on it, I have the feeling [ could be 
really good — maybe even make top 
grades. 

Dynamite: Do you ever worry about 
"going Hollywood" — getting into a big 
star trip? 
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Matt: That would be stupid. How can 
anyone let ego get in the way of acting? 
Besides, my family would never let 
me pull a big movie-star trip. They know 
thats a lot of dumb hype. Acting is 
too important to me to let a swelled head 
take over. Before I got into acting, I 
was really insecure. I didn't have any 
idea what I was going to do with my 
life, and it scared me. Not knowing what 
kind of a career you want is a big 
worry for teenagers. 

Dynamite: How has your sudden fame 
changed your life? 

Matt: It could really mess me up. But I 
maintain my level head by living at 
home with my family in Mamaroneck 
(NY). I've got a big family with four 
brothers and one sister— and I lean on it. 
I like a lot of people around giving me 
feedback. 

Dynamite: Have you dated many 
young female stars in Hollywood? 

Matt: Not dated—met. I worked with 
Kristy McNichol in Little Darlings, and I 


got to meet Brooke Shields and Jody 
Foster. They're all really cool. But I think 
they're all too busy with their careers 

to have time for dates. But they're so 
down-to-earth you wouldnt guess they 
were stars. They know how to handle 
their lives without getting messed up. 

Dynamite: What is the secret of not 
getting messed up for an actor? 

Matt: Work. Àn actor works even when 
he's not working. Every person you 
meet, everything you see or read or 
hear— you file it away in your mind. 
Someday you can use it in a role! 

Dynamite: What do you hope to get 
out of your acting career? 

Matt: | hope it wil make me a better, 
more interesting person. I really love 
acting. I hope I can go on doing it forever 
and get better and better at it. But it 
all happened so fast. I know it could fade 
just as fast. So if I don't make something 
better of myself inside, what will be left? 


— Margaret Ronan 


Don't you hate it when you're wearing a white skirt 
and the dog next door comes and rubs up against 
Amy Goot, Wenham, MA 


Don't you hate it when you send the prettiest girl in 
your class a valentine and she doesn't know who you 


Don't you hate it when you feed your bird and it bites 
you! Bekki Christensen, Yucca Valley, CA 


Join the Group Gripe by sending in your own Bummer, and 
our Dynamite aritst might pick your idea to illustrate. Send 
all cranky suggestions to: Dynamite/Bummers, 730 Broad- 
way, New York, NY 10003. If we pick your Bummer, we'll 
send you $5.00. If you don't hear from us, don't give up. 
You may still win one day! P.S.: You don't have to draw the 
picture. 


sorting a whole bunch of papers, the wind blows them 
all around! Lis Bussel, North Platte, NE 


Don't you hate it when you help someone with their 
class project and it comes out better than yours! 
Danny Braun, Bellerose, NY 


Valentine's Day is finally here! Isn't it romantic! Isn't it sweet! Isn't it... 

well, mushy! And isn't it just plain happy? It’s supposed to be all those 

things, but there are some sure signs that tell you Valentine's Day isn't 
going to be all hearts and flowers. For example... 


You know its not going to be a happy wanted, your boyfriend gives you a 
Valentine's Day when... scratch-'n'-sniff valentine that just smells 


instead of the 5-pound box of candy you like chocolate! 


You know its not going to be a happy 
Valentine's Day when... 
your dog gets more valentines than you! 


You know its not going to be a happy You know its not going to be a happy 


Valentine's Day when... Valentines Day when... 

the only valentine you get is from your the girl you're crazy about gives you a 
dentist reminding you of your next valentine and then asks you to deliver it 
appointment! to your best friend! 
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You know it's not going to be a happy You know it's not going to be a happy 
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Valentines Day when... Valentines Day when... 
you get a singing valentine— at 3 А.М! your class draws names to exchange 


valentines, and you get the teacher! 


You know its not going to be a happy You know it's not going to be a happy 
Valentine's Day when... Valentine's Day when... 
you get dozens of valentines, and all of all the valentines you mailed come back 


them have postage duel marked "Return to Sender!" 
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Lots of little kids invent imaginary playmates because they're lonely. 
When they make real friends, the imaginary ones fade away. But 
suppose that just once it doesn't work that way. Suppose the imaginary _ 
playmate wants to go on being your best friend . . . forever! 


В VOICE FROM THE PAST 


Who likes to be reminded of the dumb 
things they did when they weren't old 
enough to know better? Jeri hated it, but 
her mother kept wandering down mem- 
ory lane. She'd say things like, "Remem- 
ber when you painted your hair green, 
and it all had to be cut off?" Or, 
“Remember when you were three, and 
you would only eat supper if it was 
served to you in the bathtub?” 

“Give me a break, Mom,” Jeri would 
groan. “I'm thirteen now and I don't want 
to remember. Who would?" 

"Oh, Jeri, you were so cute then," her 
mother would chuckle. 

One day her mother came up with a 
real gem that Jeri had manged to forget. 

"Remember when you were four? You 
made up somebody named Harriet. You 
said she was your best friend. І had to set 
a place for her at every meal. For an in- 
visible person, she was pretty bossy. You 
wouldn't do a thing unless Harriet said it 
was okay. Whatever happened to 
Harriet?" 

"She evaporated when Molly Otis 
moved in down the block. Poor old Har- 
riet couldn't stand the competition of a 
real person," Jeri replied. 

Thinking back, Jeri remembered it 
hadn't been all that easy to finally get 
Harriet out of her mind. Even though she 
spent a lot of time with Molly, Harriet 


often filled Jeri's thoughts. But she never 
told Molly about Harriet. She was 
ashamed of being babyish enough to 
make up an imaginary friend. 

School started, and in the bustle of ad- 
justing to the eighth grade, Jeri forgot 
about her mother's reminder of Harriet. 
But in October, she got the flu. While she 
was sick, she had some feverish night- 
mares about Harriet. In the dreams, 
everybody could see Harriet because now 
she was real. "Ive missed you," the 
dream Harriet told Jeri. "I can't wait to see 
you again." 

Molly stopped by to meet Jeri the first 


day she went back to school. 

"There's a new girl in class," Molly said 
excitedly. "Shell be sitting next to you. 
Wait until you see her. You'd better brace 
yourself for a shock." 

It was a shock, all right. Jeri stared at 
the new girl, mouth open. The girl smiled 
and nodded. 

“That's right," the girl said. "We look 
enough alike to be twins." 

It was true, except Jeri's hair was long 
and dark, and the new girl had short 
blond curls. Aside from that, Jeri and the 
new girl could have been one in the 
same. 

Molly introduced them. "Тегі, this is 
Harriet Malone. At least you have differ- 
ent names!” 

Harriet! Jeri felt as if she had been 
punched in the stomach. But she pulled 
herself together. It was just a crazy coin- 
cidence. This was a real live Harriet, not 
a product of her imagination. 

But there were problems with this Har- 
riet, too. At first she and Molly and Jeri 
made a threesome. They ate lunch 
together, and went shopping and to the 
movies on Saturday. But Harriet had a 
way of talking only to Jeri, as if Molly 
wasn't even there. After а while Molly 
just went her own way. 

Jeri wished it was the other way around. 
She missed Molly, but she never seemed 
to have time to be with her. Harriet was 
always there at Jeri's side, making plans, 
taking over. 

"You're my best friend," she told Jeri 
one day. “I want to be just like you. I'm 
going to dye my hair the same color as 
yours!" 

"Oh, don't!" Jeri pleaded, but Harriet 
did. As Harriet's hair grew long and 
straight, people began to get them mixed 
up. Even their teachers often called them 
by the wrong names. Harriet thought it 
was terrific. Jeri thought it was depressing 
and embarrassing. 

She tried talking to her mother about it. 
"Mom, there's this girl in school who 
thinks I'm her best friend. But I don't want 
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to be. How can I make her leave me 
alone?" 

"Why don't you bring her home to din- 
ner tomorrow, and let me have a talk 
with her," her mother suggested. "Maybe 
I can help." 

She didn't. She liked Harriet — a lot. 
She kept saying it was like having twins 
in the house. Jeri had to admit that Har- 
riet was in top form that night. She told 
funny stories, she laughed at the things 
Jeris mother said, she admired the herb 
garden and the new drapes. Jeri could 
have saved herself the trouble of sitting 
at the table. Nobody seemed to know she 
was there. 

After that, Harriet was invited for din- 
ner two or three times a week. 

"I like that girl," Jeris mother said. 
"You're lucky to have such a nice friend. 
She knows how іо be good company." 

Meaning that I don't, Jeri thought mis- 
erably. It was true. She was feeling very 
down lately. Her grades were down, too. 
It was getting hard to concentrate on 
school because she was always so tired. 

Putting up with Harriet is wearing me 
out, she decided. I've got to do something 
about it. 

The next day after school she told Har- 


riet, "Look, I dont want you to be my 
friend. I want you to leave me alone." 

“Don't be silly," Harriet said. “I've been 
your friend since you were a little kid. I 
can't stop now. People can't even tell us 
apart anymore. Pretty soon they won't 
have to. Come on, I'm going to walk 
home with you. [ want to see your 
mother." 

Jeri felt all the strength drain out of her. 
She could hardly keep up with Harriet 
all the way home. When they reached 
the house, her mother opened the door. 
She was all smiles at the sight of Harriet. 

Then she noticed Jeri. "ОП, you poor 
darling. You look so tired. Maybe you're 
coming down with the flu again. I want 
you to go right upstairs and go to bed. 
Harriet will keep me company." 

Wearily, Jeri obeyed. Аз she lay on her 
bed upstairs, she could see her reflection 
in the mirror on the closet door. How dim 
she looked. She was fading away right 
before her very own eyes. Аз Harriet 
grew stronger, Jeri grew weaker. Her re- 
flection grew dimmer. Soon Jeri was gone 
and only the sound of Harriet's laughter 
floated up from downstairs and filled Jeri's 
room. 

— Margaret Ronan 


Dr. Harvey Greenberg is a psychiatrist 
who has been working with kids and 
their parents for many years. Together 
they try to work out the problems of 
everyday life. If you have any problems 
or questions you would like to ask him, 
write to: Dr. Harvey Greenberg, 
Dynamite, 730 Broadway, New York, NY 
10003. Each month Dr. Greenberg will 
answer some of your letters. Sorry, no 
answers by mail. 


"I'm Too Shy to Express Myself!" 


Dear Dr. Greenberg, 

I have a problem at school. It seems as 
if nobody likes me because I'm shy. Dur- 
ing practically the whole fifth grade I was 
alone. What should I do to get people to 
like me so Ill have some friends? Help! 

J., МА 


Dear Dr. Greenberg, 

There's this girl in our school that I 
really like. But these other boys like her, 
too! My problem is that I'm too shy to go 
up to her and say hi. I'm embarrassed! 

Shyness, TX 


Dear Dr. Greenberg, 

I have only one friend. This year my 
friend has met new people. I can't help 
but be jealous. I'm pretty shy and dont 


know how to get along with people. How | 


can I get to know people and not feel out 
of place? 
Please Help, IL 


Аз you can see shyness is a problem 


| for a lot of kids. The most important 


thing to remember is that you are not 
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alone! Мапу of the very same kids you 
think are so cool and popular may have 
been just as shy as you at one time. 

Try not to always think about your 
shyness. Many shy kids, instead of re- 
cognizing their strong points, waste a lot 
of time worrying about their problems, 
real or imaginary. For instance, worry- 
ing for days before a party about 
whether you'll be able to speak up will 
only tie you up in so many knots that it 
will be harder for you to act naturally 
when you actually get there. You'd be 
better off trying to put the whole subject 
out of your mind until the minute you 
walk through the door. Then, be brave, 
take a deep breath, and plunge right in. 
А good plan is to make believe you 
aren't shy! Say something, anything, 
even if it is only a comment about the 
decorations. Ask others questions about 
themselves— people always like to talk 
about that! Most of the time the conver- 
sation will start to roll right away, and 
you'll be in the swing of things before 
you know it. But if you do clam ир, it 
isn't the end of the world either! You'll 
have many chances to try again. Things | 
will get easier when you know the peo- 
ple or the situation a little better. 

Many kids soon find that underneath 
their shyness there has been a very so- 
ciable person waiting to come out. But 
perhaps you will still stay sort of quiet, 
even with everything you try. If this is 
your basic nature, if you have been a 
quiet person all of your life, don't fret. 
Quiet, serious people who listen well 
and then say what they have to without 
wasting words are as important as peo- 
ple who are bubbly and talk a lot! 
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Answers on Page 21. 


Is E og a Winner? 


Do cats roll on the floor with laughter 
when your dog walks by? Does your 
pooch have a face only you and its 
mother can love? If you answered yes to 
either of these questions you may have 
a Dynamite dog that will be one of the 
Furry Faces of the ‘80s. It's a contest, 
gang! Dynamite is on the lookout for the 
Funniest-Faced Dog around. Do you think 
your lovable pet is what we're looking 
for? Your dog doesn't have to be beauti- 
ful, pedigreed, or even de-fleaed! What 
we're looking for is a lovable mutt with a 
face that makes 
or turn round c un! Come on — we 

Now let every- 
Eos he is. 


ple stop and stare — | 
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44. best (or your "oum basi Use 
your imagination — in this category, mr 
thing goes! 


Best Looking — There are some dogs e 
look good just the way they are. If you 


think your pooch has the "natural" look | 
this is the category for him. 


Puppy Love — Of course, all puppies are | 
cute! But, be honest, some are cuter than 
others. We'll decide if your puppr- imo. 
prizewinner! 


The winners of these categories will be | 
given the Dynamite Bone of Achievement 
Award. All of the winners will have 
their photos printed in a future issue of 
Dynamite. 

All you have to do to get your pooch 
on the road to being a star is take a color 
photo of him. On the back be sure to put 
your name, your dog's name, your 
address, and the category you are enter- 
ing your dog in (Funniest Faced, Best 
Dressed, Best Looking, or Puppy Love). 
Send the photo to: 

Furry Face Contest/Dynamite 
730 Broadway : 
New York, NY 10003 

Make sure you get your photo in by 
March 30, 1983. After we receive all the 
pictures (and stop laughing!) the entire 
Dynamite staff will pick The Furry Faces 
of the '80s. Sorry, but we won't be able to 
return any of the photos. 

So, Fido sit up and put your best paw 
forward. Dynamite wants to make dde a 
star! پس کڪ‎ 


SHHHHH! THIS I$ А SNEAK PREVIEW 


PS PEANUTS 
SPACE RACE MAZES 


РЕЧЕЙ НИЗ ИНТА THE PEANUTS BANE! 


KIN PLATT 
Fait 


Dynamite sneaked a peak at the books 
the Arrow Book Club is offering in Febru- 
ary, and we've got the inside info on 
what's coming your way. There are lots of 
fun-filled, exciting books for you to choose 
from. Here are just a few of our favorites. 

Frank and Stein and Me — Jack Hook 
is lucky. After all, he's won a free trip to 
Paris. But he's got troubles right from the 
start. Before his plane can get off the 
ground a strange man asks him to deliver 
a package. When Jack arrives at the air- 
port he finds the police are after the 
package — and him! He barely escapes, 
only to meet up with Dr. Stein and his 
monster, Frank. How lucky can a guy 
get? Read it and find ош! 

Peanuts Space Race Mazes — It's time 
to blast off for some pencil fun with the 
Peanuts® Gang! Join Charlie Brown, 
Snoopy, and the rest of the gang as they 
find their way through an amazing bunch 
of outer space mazes. From take off to 
landing, you'll have a great time travel- 
ing through the solar system in this puz- 
zle-packed activity book! 

Captive Witness — You can always 
bet there will be a lot of excitement when 
Nancy Drew is around! While on a trip 


through Austria with some of her friends, 
Nancy discovers that their leader, Prof. 
Bagley, is on a secret mission. He has to 
smuggle ten refugee children from an 
iron-curtain country to freedom! Before 
the mission is completed, Nancy finds 
herself involved in still another mystery. 
She must find a one-of-a-kind movie that's 
been stolen. Has Nancy Drew finally met 
her match? Read Captive Witness and find 
out! 

Remember, you can't order these books 
from Dynamite. But you can get them and 
many other great books from your teacher 
through the Arrow Book Club next month! 
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ANSWERS TO 
COUNT MORBIDA’S 
PUZZLE PAGES. 


Loving words: 
gloves, cloven, beloved, slovenly, clover. 


Count’s card: 
1. tatter, 2. moo, 3. bandana, 4. guy, 5. wash, 
6. Say. 


ROSES АКЕ KEDVIOLETS ARE BLUE, 
Heartfelt gift: 
HEARTBURN. 


Count’s coronaries: 
A vampire loves in vein! 


ISBN 0-590-32585-X 
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FUN AND GAMES FOR THE COMPUTER-AGE KID 


NOW PLAYING 


FREE 3-D Glasses and a Super 3-D Video 
Games Poster! Tear out the foldout, put on 
the glasses, and your 3-D fun begins! 

3. 3-D MOVIES! Daring! Dazzling! 
Dynamite! 

7. BLIPS! Comic Screen Screams from the 


` Machines! 


8. THE BEEP GOES ON: Blips and blurbs 
about computer-age games! 

10. ATARI WANTS YOU! 

12. ROCK AND ROLL IN THE '80s! Are 
computers the new kings of rock and roll? 
14. A WHIZ OF A VIDEO GAMES QUIZ 
16. ROBOT ROUNDUP: Visit a robot toy 
palace! 

18. EXPERT INPUT: Advice about games! 
19. WIN "WIZARD OF WOR" OR "GORF" 
to play at home! 


When you've finished reading ARCADE, the fun isn't 
over. You'll flip for Dynamite, too! Just close ARCADE, 
turn it over and upside down, and you'll be ready to read 
Dynamite! 
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Duck! Get dow 


hottest fad 
there's never b 


focus for you. 


that's as old as the 


3-D is short for three dimen- 
sional. That means that things 
seem to jump right off the 
Screen and into your lap. It also 
means thrills, chills, and some- 
thing close to heart failure in 
scary scenes! 

3-D drawings have been 
found that date back to the 
1600s. And in the mid-1800s, 
sitting with your friends in the 
parlor looking at “‘stereoscopes,”’ 
or 3-D photos, was big-time 
entertainment. 

Would you believe a 3-D 
moving picture was made in 
1861? A man named Coleman 
Sellers took photos of kids on a 
swing. Then he put all the 
photos on a wheel and spun 
them so that the pictures 
seemed to move. Seen through 
a special viewer, the photos 
became a 3-D moving picture! 

As soon as the movie industry 
got rolling, moviemakers began 
experimenting with 3-D 
pictures. Did you know that 
| more than 200 silent 3-D films 
| were made? There were Euro- 
pean 3-D films made in the late 
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А Fad in the ’50s 


Тһе heyday for 3-D movies 
was the early 1950s. It was one 
of the shortest fads on record. 
The whole thing was over in 
less than two years. But during 
that time, 3-D was king. 

How did this boom get 
started? Believe it or not, TV 
deserves a lot of the credit! In 
the early 1950s, television was 
a new and fascinating toy. It 
was a headache for moviemak- 
ers, though, because people 
stayed home watching the tube 
instead of going to movies. 

Moviemakers fought fire with 
fire. Since TV was a novelty, 
movies needed something so 
amazing that folks would ac- 
tually leave their sets and go 
out to the movie theaters. It 
had to be something that TV 
didn't have. It had to be excit- 
ing, thrilling. 

It turned out to be 3-D. The 
movie that started the craze 
was Bwana Devil. Lions seemed 
to leap at the audience, and 
spears appeared to graze their 
heads. It was cheap, stupid, and 
terrific. Audiences loved it. 
Bwana Devil was a box-office 


1930s. And at tHe 1939 New 
York World’s Fair, Chrysler 
wowed folks by presenting their 
ads in both black-and-white 
and color 3-D! 

ж 


о 


Bettman Archives 


Talk about seeing demie s 
photographer was taking 5- 
photos in the 1870s. 


smash and the profits led other 
filmmakers to jump on the 
bandwagon. 

A few filmmakers jumped on 
the bandwagon a little too fast. 
Sometimes they put 3-D scenes 
into movies that were supposed 
to be “flat” features. There is 
a scene in the 3-D picture, The 
House of Wax, that has nothing 
at all to do with the movie. 
The sole purpose of the scene 
was just to create the illusion of 
a Ping-Pong ball flying toward 
the audience. 

Also, in their rush to amaze 
audiences, very little time was 
spent by filmmakers on stories, 
scripts, and other things that 
go into a good movie. 3-D mov- 
ies have been described as 
"amazing trash." Sometimes 
that was a very good descrip- 
tion. 


The whole idea of a 3-D 
movie was to make the audi- 
ence flinch. Arrows, pies, 
needles, creatures' claws, mon- 
sters, beer barrels, and pistol 
shots all came flying from the 
screen while the audience had 
great fun shrieking and duck- 
ing. One 3-D Western went a bit 
far. The bad man walked to 
the front of the screen and ap- 
peared to spit straight into the 
audience's faces! 

The 3-D bombardment didn't 
stop at the movie houses. There 


were 3-D comic books. There 
were 3-D movie magazines with 
3-D pictures. And there was 
even a newspaper in Los Ange- 
les that ran 3-D ads, providing 
the necessary glasses in the 
newspaper! 


The Eyes Had It! 


Soon, however, audiences dis- 
covered that there were some 
unpleasant side effects to 3-D 
fever. One, of course, was sit- 
ting through some incredibly 
silly movies. A bigger drawback 
was the glasses themselves. 

You couldn't just walk in, sit 
down, and watch a 3-D movie. 
You had to — and still have 
to — have special glasses. With- 
out the glasses, you'd only see 
blurry blobs moving around 
onscreen. 

But the glasses weren't free. 
You had to buy or rent them 
when you came into the theater, 
in addition to paying the regu- 
lar admission fee! 
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Besides being forced to buy 
3-D glasses, the cardboard 
glasses were uncomfortable and 
almost impossible to adjust to 
a person’s face. Trying to put 
these glasses over regular 
glasses was even tougher. 


gave them headaches. There 
were rumors of people actually 
having heart attacks — espe- 
cially when toad monsters flew 
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People complained the movies 


in your face during a movie 
called The Maze. The 3-D 
effect was not perfect either. 
You could only see something 
in 3-D if you were looking di- 


rectly at it. Objects on the sides 
of your field of vision still looked 
flat or two-dimensional. 

The uncomfortable glasses 
and the badly written movies 
soon took their toll on the pop- 
ularity of 3-D pictures. But 
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9 received a death blow from 
another movie invention called 
Cinemascope, which featured 
an extra-wide screen. After just 
two years, 3-D movies became 
box-office poison. 

That was unfortunate in some 
cases. Some good movies were 
just about to come out in 3-D. 
Alfred Hitchcock's Dial M for 
Murder was one of them. But by 
the time the movie was 
finished, so was the 3-D fad. It 
ended up being released as a 
flat feature instead. 


Return from the Grave 


There were experiments in 
3-D after the 1950s, but they 
didn't come to much. However, 
when Сотіп” At Ya, a 3-D 
Western sold over $12 million 
in tickets a few summers ago, 
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POLARIZING FILTER 
OVER PROJECTOR 
LENS PERMITS ONLY 
VERTICAL VIBRATIONS 
To PASS. 


MIXTURE OF RAYS 
FROM A AND B. 


POLARIZING SPECTACLE 
STOPS VERTICAL 
VIBRATIONS AND 
TRANSMITS 
HORIZONTAL VIBRATIONS 
CORRESPONDING TO 


POLARIZING 
FILTER OVER 
PROJECTOR LENS 
PERMITS ONLY 
HORIZONTAL Vi- 


moviemakers took notice! Sud- 
denly, there was a revival of 
3-D movies! 


POLARIZING SPECTACLE 
STOPS HORIZONTAL BUT 
TRANSMITS VERTICAL 27 
VIBRATIONS CORRESPONDING 


Next, Friday the 13th, Part 3 EER eee R 
arrived, dropping eyeballs in ; 
moviegoers laps. It made $21.5 How do you make a 3-D blurry picture. Give the 
million in its first two weeks — movie? Simple, sort of. Take ` audience special glasses 
and cost $1.5 million to make! two cameras. Space them with colored filters in the len- 


about 2%” apart (roughly the ses. The glasses put the film 
distance between our eyeballs). back into focus. As one 
Shoot the same scene through viewer said, "I felt that I 


Now, in a real switch, TV is 
attempting to get people out of 
the movies and back to the 


tube with 3-D TV! It's not per- both cameras. Put one color wasn't looking at a screen. 
fect, but it does give viewers a filter on one lens, another on Instead, I was looking out a 
chance to see those 50s thrillers the other. Put the two window!" 

as they were meant to be seen. pictures together, making one © o 


Are moviegoers ready for 
more 3-D? Is 3-D ready to de- 
liver something better than 
throwing chairs at the audi- 
ence? Universal Pictures has 
announced that Jaws III will be 
made in 3-D. Will Jaws III 
cause more heart attacks than 
The Maze? 

We'll have to wait and see. 
But it's very possible that there 
will be 3-D movies as long as 
there are movies. Like the hor- 
rible creatures in some of these 
films, 3-D is the thing that will 
not die! Suzanne Lord 


too? 
t to catch 3-D fever, i 
en free 3-D glasses and 3-D 
pullout poster are int 
ARCADE! 


Text/Jovial Bob Stine 


| LADIES АМО GENTLEMEN, THIS 15 
CAPTAIN HENDERSON. PLEASE FASTEN 
YOUR SEATBELTS. WE’RE EXPERIENCIN 
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Ow! I SPILLED MY COFFEE! 
STEWARDESS! STEWARDESS!! 


THIS 15 RIDICULOUS! WHEN 
WE GET TO MIAMI, М GOING 
TO COMPLAIN TOMY TRAVEL 


l'LL NEVER FLY 
ATARI AIRLINES 
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The game world is a 
big world. It's a fast- 
changing world, and 
keeping up to date is 
no cinch. ARCADE is 
here to help make sure 
that you are always 
one beep ahead of the 
times with tips, blips, 
and blurbs all about 
fun and games in the 
computer age! 
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Illustration/ Robert Dale 


Ted Leibowitz holds up his Activision Cup while Bryan Trottier 
and Ron Duguay look on. 


No, that isn't ice hockey's top 
prize, the Stanley Cup, being 
held up for all to see. It's the 
Activision Cup awarded to 
14-year old Ted Leibowitz of 
Forest Hills, NY. Ted topped 
several other kids in regional 
Activision video hockey game 
competitions and won a $500 


scholarship. He also won the 
chance to play video hockey 
with two ice hockey pros, Stan- 
ley Cup winner Bryan Trottier 
of the New York Islanders, and 
Ron Duguay of the New York 
Rangers. After the main event, 
Bryan and Ron battled it out 
in their own video competition. 
Trottier took two games to 
Duguay's one! 
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AND NOW FOR 
SOMETHING 


COMPLETELY 
DIFFERENT 


Okay, enough with computer 
this and electronic that. Some- 
times the old-fashioned way 
works better. Take the situation 
of Lockheed Missile and Space, 
a California company that 
makes rockets and other space 
age flying machines. It seems 
that Lockheed had to send 
prints of the designs of their 
latest projects from their head- 
quarters in Sunnyvale to their 
test base at Felton, 30 miles 
away. The base was difficult to 
get to because of the twisting 
mountain roads so the company 
had to figure out a faster way 
to get the designs to Felton. 
Computerized transmission sys- 
tems and telephone printers 
cost too much. Mail was too 
slow. So Lockheed resorted to 
the fastest way they could think 
of — carrier or homing pigeons! 
The pigeons could carry the 
tiny pieces of microfilmed de- 
signs from Sunnyvale to Felton 
in just 40 minutes! While com- 
puter transmissions cost as 
much as $500 a day, the pi- 
geons were much cheaper to 
use. “Pigeons,” said a Lockheed 
spokesman, “just need a little 
love, care, food, and water. That 
costs about $100 a year." Com- 
pared with the cost of modern 
equipment, that's chicken feed! 


SMART MACHINES 
GET OUTSMARTED 


There have been lots of sto- 
ries about chess-playing com- 
puters defeating human players. 
Well, humans had their revenge 
recently at Pennsylvania's 
Carnegie Mellon University. 
Three chess experts took on 
specially programmed com- 
puters designed by computer 
experts at three top universities. 
Chess experts Ron Zaffuto and 
Tom Martinek both whipped 
their computer opponents, 
while 17-year old Paul Resnick 
fought his opponent to a draw. 
Two out of three isn't bad, es- 
pecially when you consider the 
fact that the computers could 
think of 130,000 possible moves 
in just one second! It all shows 
that while computers are smart, 
they can't be pawned off as 
chess champs yet! 


00 NOT PASS 60 
WITHOUT IT! 


Baltic Avenue, Park Place, 
and Boardwalk will never be 
the same. That's because Parker 
Brothers, the makers of Monop- 
oly, a board game favorite for 
47 years, has added an elec- 
tronic twist to the game. An 
electronic gadget called a Play- 


master is being offered as an 
optional addition to the game. 
It beeps, bleeps, electronically 
rolls dice, computes auction 
bids, and plays all kinds of mu- 
sic to suit the action. For exam- 
ple, it plays “Мете in the 
Money," when a big deal is 
made, and “Гуе Been Working 
on the Railroad," when you 
land on a railroad. And when a 
player runs out of money, it 
plays — what else? — “Taps.” 


Only director Steven Spiel- 
berg knows for sure if there will 
be a sequel to the hit movie, 
E.T. However, we can say that 
E.T. will return — in video 
games. Atari has bought the 
rights to make and market a 
coin-operated game and a home 
model based on the adorable 
alien. Meanwhile, Atari and 
Lucasfilm, Ltd., the movie 
company that made Star Wars 
and The Empire Strikes Back, 
have been discussing ways of 
bringing movie special effects 
techniques to video game 
screens someday. Judging from 
the super special effects Lucas- 
film has already done, the idea 
sounds explosive! 
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Abari Wanbs You! 


Imagine this: You're in your 
favorite home-computer store, 
You're looking through the 
many game diskettes available 


when suddenly one game stands, 


out. You gasp in surprise! There 
it is! Right next to Pac-Man, 
Star Raiders, and Asteroids is 
the game you created! 

Is it a dream? Yes. And it is 
a dream come true for 18-year- 
old Joel Gluck, who created, 
programmed, and sold three 
original computer games to 
Atari! His first game was Babel, 
in which players try to con- 
struct a tower to the stars 
without having it fall. Next was 
Attank! — two tanks battling it 
out. And recently, Pushover, a 
heart-stopping struggle between 
opponents on the edge of a 
cliff, made it into Atari's cata- 
log of games. How did Joel 
make his dream come true? 
ARCADE talked with him and 
he told us all about the Atari 
Program Exchange, or APX. 
Through APX, anybody — yes, 
even you — can enter an origi- 
nal idea for a computer game or 
product, and if it’s accepted 
Atari will sell it and pay you 
for the privilege! Here's what 
else Joel told ARCADE. 
ARCADE: How did you find out 
about the Program Exchange? 
JOEL: Through the APX cata- 
log. Anybody who's bought an 
Atari computer, which is right 
now either Atari 400 or 800, 
gets a catalog every three 
months. The thing that you 
have to do is to send in your 
warranty card, and Atari knows 
you exist and they start send- 
ing you the catalog. 
ARCADE: How do you enter an 
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Babel 


idea into the Exchange? 

JOEL: What you do is, if you've 
written a program, you mail 
the program instructions to 
APX. A computer program is 
usually stored on a cassette or 
diskette. And that's what I sent 
them. You don't just send them 
an idea. You have to program it. 
ARCADE: What happens then? 
JOEL: Well, if you send in a 
program it's automatically en- 
tered in their quarterly contest 
and if it wins, it wins. There 
are first, second, and third 
prizes in different categories. 
The first game I had accepted 
won second prize for entertain- 
ment for that quarter. I won 
$2000 worth of any equipment 
I wanted from the Atari line. 
ARCADE: But how did your 
games get onto the market? 
JOEL: Once a program is ac- 
cepted, it appears in the next 
catalog. And when it's in the 
catalog, it's on the market! 
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ARCADE: You mean stores can 
order and sell it through the 
catalog? 
JOEL: Yes. And I get royalties! 
Now, each time they sell a 
copy, say, for $22.95, the usual 
price, I get 10% of that. So, 
I've made a little money, and 
it’s helping to put me through 
college. 
ARCADE: How does one learn 
how to program a game? From 
a book? 
JOEL: Oh, there are books to 
learn how to program. But 
above all, the most important 
thing is experimentation. I used 
a book as a reference, but when 
it came to practical program- 
ming, I just wrote lots and lots 
of sample programs and played 
around with the machine a lot. 
And then, if you want to 
write games, you should play 
enough games to get an idea of 
what makes a game fun. 
ARCADE: Suppose you enter 


and don't win? Can you enter 
again? 

JOEL: Oh, yes. Every three 
months. Of course, there are 
lots of entries. And only a 
small percentage of those are 
accepted. But I really can't give 
you numbers, because — they 
don't tell me how many entries 
they get! 

ARCADE: Do you have any ad- 
vice for ARCADE readers who 
might want to enter a program 
in the APX? 

JOEL: If you send something 
in, you should keep a copy of it 
for yourself because Atari will 
not send you your software 


back. That't no big issue, you 
just tell the computer to make 
a copy. 

And write original games! A 
lot of kids will think, "Hey, I 
have a computer, why don't I 
write something like Pac-Man 
and send it in?" For one thing, 
everybody does that, and it 
violates copyright laws. And 
it probably will not be ac- 
cepted anyway, because it's just 
a copy of another game. That's 
a very important message: to 
write original games. Definitely. 
ARCADE: Is the Atari Program 
Exchange something that you 
think kids who like working 


with computers definitely 
should try? 

JOEL: Oh, yes! But my main 
advice is don't let anything get 
you down. Keep trying! 


Would you like to find out more 
about the Atari Program Exchange? If 
so, or if you want to send for a Program 
Submittal Package, write to: 

ATARI PROGRAM EXCHANGE 

P.O. Box 427 

155 Moffett Park Drive 

Sunnyvale, CA 94086. 

Or you can call toll-free: 

(800) 672-1850 (in California only). 

(800) 538-1862 (everywhere else). 

— Suzanne Lord 


Attank! 


Pushover 


ROCK ROLLS INTO 
THE COMPUTER AGE 


Today's music is a different 
story because of computers and 


instruments called synthesizers. 


Synthesizers allow musicians 
to create all kinds of sounds — 
some of which don't sound like 
music at all. The synthesizer 
was introduced in the 1960s by 
an inventor and music fan 
named Robert Moog (pro- 
nounced Mog). The synthesizer 
was different than any other 
musical instrument. On guitar, 
for example, sound is created 


by plucking a string. On a 
piano, sound is created with a 
wooden key hitting a tightened 
piano wire. Horn sounds are 
created by blowing air through 
valves. A synthesizer has no 
strings, no keys striking wires, 
and no valves. Instead, it makes 
sound by creating tiny electri- 
cal impulses that are electroni- 
cally turned into sound waves. 
Once the synthesizer creates 
these electronic sound waves, 


they can be changed into musi- ` 


cal notes. That gives synthesiz- 
ers the ability to imitate and 
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electronically reproduce the 
sound of nearly every musical 
instrument from horns to 
strings. It can sound like an 
electric guitar, or a drum, or a 
combination of both. 

For example, compare a re- 
cent Stevie Wonder record to 
one of his early recordings, and 
you'll hear the difference syn- 
thesizers have made in Stevie's 
sound. On some of his recent 
songs, it sounds as if he has an 
orchestra backing him up. You 
may think you hear strings, 
but there are no violins, cellos, 
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or other stringed instruments. 
Stevie's orchestra is really just 
synthesizers. Some of today's 
top-selling groups, including 
Genesis, Asia, and Styx, use 
synthesizers to get the same 
orchestral effect in their music. 

Recently there have been 
many new bands from Britain, 
such as the Human League, 
Soft Cell, and A Flock of Sea- 
gulls, whose sound depends 
heavily upon electronics and 
synthesizers. There have been 
so many of these new synthe- 
sizer-based bands that critics 
have invented a new category of 
rock called synth-pop! 


Music Man vs. Music 
Machine 


The synthesizer may be re- 
markable, but it can't do all the 
work. Musicians using them 
must still know how to play 
their instruments, and they 
must learn even more to be able 
to master the controls and 
sounds of the synthesizer itself. 
Terrible music is still terrible 
if the person playing has no 
talent or ability. Synthesizers 
will not hurt good music, and 
many talented musicians are 
finding plenty of uses for them. 

For one thing, synthesizers 
allow rock musicians who do a 
lot of touring to bring their 
full studio recording sounds to 
live concerts. In the past, when 
a rock group wanted to tour 
with a real orchestra, they had 
to hire the musicians and 
transport them to each show. 
That was expensive and, in fact, 
not done very often. With syn- 
thesizers, a single musician can 
recreate the sound of an orches- 
tra without the expense of ac- 
tually hiring one. 


All Work but No Players? 


Will synthesizers put real 
musicians out of work? Mike 
Christopher, a California musi- 
cian, doesn't think so. At last 
summer's US Festival, produced 
by Apple Computer king Steve 


Wozniak, a $6,000 system com- 
bining synthesized keyboards 
and drums was unveiled. At the 
time, Christopher summed up 
his opinion by saying, “Ехегу- 
time a new idea comes out peo- 
ple get preconceived ideas about 
it. People think these com- 
puters replace musicians. But 
what they do is help the musi- 
cian think creatively." 

Jazz star Pat Metheny and 
Andy Summers of the Police are 
examples of what Mike Christo- 
pher means. They both use a 
guitar synthesizer to create 
sounds ordinary electric guitars 
could never match to produce 
exciting new music. 

Keyboard player Herbie Han- 
cock is also using machines 
creatively. He has hooked up an 
Apple computer system to a 
dozen of his instruments. He 
can program each instrument 
to play a different part at the 
same time. That has allowed 


him to achieve one of his ambi- 
tions. “Опе of my ideal dreams," 
he said, "is to be a one man 
orchestra, live." Without the 
computers, Hancock would 
need several extra pairs of arms 
to do that. Hancock also uses 

a vocorder, an electronic device 
that takes a normal speaking 
voice and transforms it into 
electronic tones. Imagine the 
sound of Darth Vader singing in 
the shower and you'll get an 
idea of what a vocorder sounds 
like. 

Of course, there are many 
musicians who wouldn't touch 
synthesizers or computer-gener- 
ated rock and roll with a ten- 
foot drumstick. There will al- 
ways be some people who 
prefer the real thing to the ma- 
chines. However, as Daryl Hall 
of Hall and Oates pointed out, 
“Тһе machines don't make mis- 
takes and they always show up 
for rehearsal on time." 

— Chip Lovitt 


Jazz musician Herbie Hancock has used up to a dozen 
synthesizers and even a computer to make his music. 
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ARCADES ` 


If you think “Atari” is what a 
`Кипр-Га expert screams when he. 
strikes out at an opponent, skip 
the next two pages. This quiz is 
only going to embarrass you. On 
the other hand, you don't have to 
be a bug-eyed video-game jock 
to do well. It takes-only everyday 


knowledge. In this test what you 
don't know won't hurt you, but 
what you learn could help you next 
time you want to talk a good 

game with the gang! Circle the an- 
swers you think are correct, then 
check your answers at the bottom 
of the next page. Good luck, gamers! 


* 
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1. Four fruit sym 


15 аге } 
common to both: Pac-Man and 
Ms. Pac-Man in identifying 
the screen being played. 
Cherries, a strawberry, and an 
orange are three of them. 

The fourth is: 


A. Grapes 
BA banana ` — 
С. An apple 


b. A watermelon 


2. "Electronic geometry” is 
the term used to describe 
the а of one of these 
games: j 
A. Саара | 
B. Vanguard 
€. Bosconian 
4 D. Qix 


Jody Cagle racked up the 
highest score to that date ever | 
registered for Ms. Pac-Man. | 
Jody’s score was: 
A. 58,730 

B. 89,980 ` 
С. 106,710 

D. 283,260 


that are c 


4. The basic objective in the 
loud and colorful Tempest is: 
A. To penetrate a maze of 
several rings, one inside the 
other, while avoiding fire 
bombs and other deadly 


hazards. 
‘B’ To stay alive, 


aliens, and rack 
points as possible. | 
C. To partition off as much of 
the screen as you can with an 
electronic marker. ` 

D. To fly a spaceship through 
several defensive systems, | 
avoiding obstacles and aircraft 

F] X 


3. On July 6, 1982, at the Tilt e NC V ou 
Arcade in Las Vegas, Nevada, eei У Ae 
F m % 
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5. The column on the left lists 
the names of one of the enemies 
encountered in various well- 
known games. Match each of 
the names with the correct 


| ‚ ваше: 

; i о A. Spikers J. Centipede 
1 B. Landers > ?. Berzerk 

2 / 3 ҰС. Spiders 3. Tempest 
| j D. The Fuse ; 4. Defender 
| / E. Evil Otto `5. Qix 


A Pac-Man and Ms. Pac-Man 


"are two games that statistics 


say are as popular among girls 


` as among boys. There аге 


several others. Pick out the 
names of two of them 
from this list: 

Defender 

Missile Command 

Carnival 


Centipede 
Scrambie 


Galaxian 


= 


7. Once Asteroids became а 11. What was the name of the 14. What is the name of the 


ѕассеѕѕ, the manufacturer | first video game system, : game in which you, the player, 
gave us Asteroids Deluxe. | introduced in 1972? are represented by a paint 
Defender's popularity led to A. Imagic : brush? 
Stargate. And from Berzerk B. Intellivision 2 А. Kick Man 
tame: С. Odyssey ‚ B. Monkeyshines 
A. Tempest : D. Apollo C. Circus _ 
B. Battlezone . D. Make Trax 
1 


€. Frenzy 


EN 15. Anytime you put a quarter 
х У Ce зага game's сот slot, ће 


n One game lide a con ol E MV MS comes ablaze with 
system that's more complicated | £z. E 22 almost anytime. 
than any other. He dén АСТА | game that's 

. Stargate 575 ec 
. Donkey Kong ` T З 


C. Frogger 
D. Space Invaders 


9. The nation’s microchip: ` 
industry has its headquarters in 
a section of California known as ` 
Silicon m Valley. One city is 
_ often named as the capita 
of the area. It's: 

A. Sunnyvale 

B. San Francisco 

C. Fresno 

D. Santa Barbara 


10. Ms. Pac-Man differs іп | 
appearance from Pac-Man in — 
four respects. She Ваз ^ To oM 
eyelashes, ruby lips, а bow in ` 
her hair —and what else? 


А. Warts : А 
В. Freckles ^ ` i 12. You’ 
С: A dimple Kong. You’ 
D. Bad bre breath _ second boa 


meam Tee 


board. Mario 
left to right a 
the steel bea 
ing his 
‚уси shou 
— A. Climb 
' ladder. 
- B. Suddenly reverse 
direction. 


ROBOT 
ROUNDUP 


ARCADE VISITS ROBOTORIUM 


People sometimes say diamonds are a 
girl's best friend. Not roboteer Debbie 
Huglin. If you judge Debbie by the com- 
pany she keeps, her best friends are 
robot toys — hundreds of them! 

Debbie is the owner of Robotorium, a 
small New York City shop where the 
specialty of the house is robot toys and 
other space-age toys. ARCADE recently 
visited Robotorium to meet Debbie and 
her mechanical friends, and as you can 
see from these pictures, her friends came 
in all shapes and sizes! 


Robert is a real collectors' item. “Не was inade 
іп 1958," Debbie said, “апа was the first talking 
robot toy. He says, 'I'm Robert, and I'm pleased i 

to meet you.’ He's worth anywhere from $300 This recently made robot rolls along on wheels 
to $800." and has claws instead of hands. 
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Toy robots come in all sizes. Debbie's robot toys 
sell for anywhere from a few dollars to $75. As 
far as Debbie knows, the most ever paid for a 
robot toy was $2000! 


udi 


105 robot toys are made of plastic, but some 
e made of tin or other metals. 
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Debbie's main interest is kinetic toys. Kinetic 
toys are toys with parts that walk, talk, or make 
other movements. This robot walks when he's 
wound up. 


This robotic arm is similar to the big ones used 
to do dangerous and difficult factory work. 


Debbie has some tips for future robot-toy collec- 
tors: "When you buy something, list the name 
of the robot, the company's name, and the date 
and place you bought it, so you can identify it 
later. Also, leave it in the bubble pack or box it 
comes in and put it away where it won't get 
faded. It could be worth hundreds of dollars 
someday. Stay away from robots that are mod- 
eled after well-known characters such as Star 
Wars characters or E.T. The toy companies have 
to pay so much for the name, they can't afford to 
design them as well. And finally, spend your 
money carefully. Robots can do a lot of things — 
including take all your money!" Chip Lovitt 


SDUNDINH Dee :sojoud 


A lot of people have 
questions about games — 
where to buy them, what's 
new and unusual, what 
exactly do you get for 
your money — but they 
don't have anyone to ask 
for an answer. Not so 
anymore. ARCADE's game 
expert, Phil Wiswell, has 
all the answers you're 
looking for. You can write 
to him c/o ARCADE, 730 
Broadway, New York, 
New York 10003. Some of 
the best questions will be 
answered in a future 
ARCADE. Sorry, no 
answers by mail. 


Dragged Down 
by Dragons 


Dear Phil: I really like Dun- 
geons & Dragons", but it's a 
little over my head. Is there 
something easier and just as 
fun on the market? 

— Confused by Dragons 


Dear Confused: Probably your 
best choice would be a fantasy 
role-playing game,Wizard by 
Metagaming. Wizard is very 
simple, has a few rules, a small 
paper map board so you don't 
have to imagine everything, and 
it requires no Dungeon Master 
or referee. In this game it's just 
you against another wizard. 
Also, it wraps up into a small 
ziplock bag which you can eas- 
ily carry with you in your back 
pocket. Best of all, it costs less 
than $5.00. Try it, you just 
might like it! 


Game Bored 


Dear Phil: I know everybody 
thinks Atari is number one, but 


their games bore me after a 
few minutes. Can you tell me of 
any cartridge that will hold my 
interest for a few hours? 

— Bored by Atari 


Dear Bored: I think you should 
try some of the adventure video 
game cartridges available for 
the various systems. Some of 
the best are Adventure and the 
new Swordquest by Atari; 
Riddle of the Sphinx by Imagic; 
D& D'" and Advanced D & D™ 
by Mattel; Conan the Barbarian 
by Astrocade; and The Quest 
for the Rings by Odyssey. Ad- 
venture games tend to maintain 
their staying power longer than 
a shoot-em-up. Trick Shot by 
Imagic contains a wonderful 
strategy game of pool, English 
billiards, and a game of making 
trick shots. Of course, most of 
Mattel's sports cartridges would 
fill the bill for you, but that 
would mean purchasing Mat- 
tel's own Intellivision. How- 
ever, Mattel now makes games 
for Atari's system and some of 
them are more involved than 
Atari cartridges. 


Buttoned Up to Here 


Dear Phil: I like the game 
Defender, but I can't keep my 
fingers on all those buttons. It's 
really hard for me. 

— Too Many Buttons 


Dear Buttons: Atari makes a 
version of Defender for the 
Video Computer System (VCS) 
that requires manning only a 


joystick and a fire button. 
Chopper Command, by Activi- 
sion, is a similar type of game 
for the VCS, in which you fly 
a helicopter and protect a truck 
convoy from enemy fighters. 
There is also Freedom Fighters 
for Odyssey?, which is a defend- 
the-planet type game. It also 
requires only two controls. I'd 
stay out of the arcades, if I were 
you, and save your quarters for 
a home game machine. 


Good-Buy Games 


Dear Phil: I keep seeing ads for 
the new ColecoVision game 
machine, and I might want to 
ask my parents for it. But I 
don't want to be disappointed. 
Are the games really that good? 
They look great on TV. 

— Worried 


Dear Worried: Don't worry. 
This new video game system 
will not let you down. Either 
will the games. I have only 
play-tested half a dozen car- 
tridges for ColecoVision, but 
based on Cosmic Avenger, Ven- 
ture, Turbo, and Donkey Kong 
(which comes with the system), 
I'd say the graphics are the 
best for the money, maybe even 
for a little more money! And 
there is an adaptor you can buy 
for about $70 that lets you play 
any VCS-compatible cartridge 
on ColecoVision. So with the 
adaptor the system really gives 
you the widest selection of 
games. 


Win a Blast- Full 
of Video Fun 
and Excitement! 


You were barreled over by Donkey Kong and chewed 
to pieces by Pac-Man. Now prepare yourself for some 
really big challenges—the Wizard of Wor™ and Gorf™. 
Dynamite/ARCADE is giving away one cartridge of 
aach of these thrilling games. One lucky winner will be 
able to enter the dungeons of Wor and try to beat the 
Wizard and his bag of tricks. Another winner will blast 
off into outer space to fight off robots, laser ships— 
the entire Gorfian Empire! Each of the cartridges сап 
be used in the Atari Video Computer System апа the 
Sears Video Arcade. 

While the two first-prize winners are attacking mon- 
sters and spaceships, ten other lucky readers will be 
zapping their snack attacks. That's how many barrels 
of “Pretzel Invaders" we're giving away. Each barrel 
contains at least 25 bags of tasty pretzels. Why, that's 
enough snack to zap any attack! 

All you have to do to win is fill out the questionnaire 
below. We'll put all the questionnaires together and 
pick the winners at random. We'll notify the winners by 
mail after March 30, 1983. Get your questionnaire in 
by then and you may be one of the lucky twelve! Send 
your questionnaire to: 

Dynamite/Video Fun 

730 Broadway 

New York, NY 10003 


Remember, relatives of people who work at Scholastic 
are not eligible to win. Contest void where prohibited 
by law. Please do not send any money with your 
questionnaire. 


HERE'S SOME INSIDE STUFF 
ABOUT WHAT'S UP IN 
NEXT MONTH'S DYNAMITE! 


Just You Wait! 


Square Pegs: Star Amy Linker tells 
some secrets about this hot new hit 
show! 

True Tales About On-Location 
Moviemaking! 

Turn Junk Into Jewels: Some crafty 
creations you can make! 

Carousel Horses: The artists who make 
them aren't just horsing around! 

А Special Effect You Can Do: Find out 
how to “float in midair!” 

Plus: Rock star John Cougar! Straight 
Talk about parents who drink! А chance 
to win a free Playmaster Monopoly 
game! FREE Poster! Puzzles! Jokes! 
Inside Info, and more! 


— 
Мате 

Iw - 
Address : 

Y'y Ty 4 

Town 2 - State Zë SCHER Zip 2 
acd M ae | am a girl 
Age — О И Зо О 


Where did you get this copy of Dynamite/ARCADE? 


In school Ee ce At home 


In a store In a library 


DH 


What is,your favorite video e 
7) 
Ken Д ETET. 


What is your favorite hobby? (4277 A 


Do you play any board games that are not electronic? Yes Ke No 
aM E 


What games? 


Name your three favorite TV shows: 


Name your three favorite singing groups or stars: 


Once again—it's opinion time! This is where you get the chance to tell us how 
you really feel about this Dynamite/ARCADE. Be honest— we don't look at the 
marks until after we pick the winners! Give 4 points if you thought the article was 
great, 3 for good, 2 for fair, 1 for pretty bad, and 0 for yeccchhh! 


ARCADE Dynamite 
3-D Movies — Matt Dillon 
Blips Bummers 


You Know It's Not Going to Be a 


The Beep Goes On —— — Happy Valentine's Day When 


Atari Wants You 


Rock Rolls Into 
the Computer Age 


Spooky Tale 


Straight Talk 


Video Game Quiz Count Morbida 


Robot Round-Up Furry Face of the '80s Contest 


Expert Input 3-D Fold-Out —— —— 


